| CONSOLE 
: PALADIN iS COM Uy _ \ SERIES 


? = N: i i — 


a 


na 
A 


a! 


INSIDE: Terminus, PCS, PPL Weeks 1-4 and more! 


WEWANT YOU 
TO JOIN THE FIGHT 


FROM THE EDITORIAL STAFF A Fad im 
This issue is being released around Halloween, LADINS COMMUNIIN 
MAGAZINE 


right? It is? Great! That means | can say it is 
scary how good this issue of Paladins Community 
Magazine is. Trust me, the jokes in the issue intro 
are bad but the following content is good. As for 
what the subject matter is for said content, here 
you go! Terminus, “The Fallen”, has joined the 
realm and reintroduced the melee primary fire EDITORIAL 
mechanic to the game. PCM newcomer Nathan Meee ae Steve Ree ecu 
"GuardianLight” has the "Who is.2” on him to Senin oraere eee 
start things off. We’ve been lacking great fiction 
content for a long time, but luckily now we have CONTENT CREATORS 
a new fiction writer, Lynxiee, to fill that void Staff Writer: Jacob ‘WordsWinWars’ Russell 
with a piece on Pip! Are you noticing a theme Staff Writer: Nathan “GuardianLight” 
yet? Yes, I’ve been super busy with recruitment Uae Ue aL 
recently! Another newcomer in Christopher ae de a 

Staff Writer: Malwina Galicka 
“Chrissao24” Wilson has esports content for 
you for both PC and Console. Next up is my 
interview of Zach “ShadeeyShades” Gilbert, a DESIGN 
DPS player for Detroit Renegades! | know I’m SSID RUNS Sg gehen 
not that interesting anymore, | have been here 
since the beginning after all. That’s why we’re 
finishing things off with the last newcomer, 
Malwina “NANA” Galicka! She was able to land an 
interview with Thomas Holt, the Art Director for 
Paladins. It’s the first time we’ve interviewed a 
Hi-Rez employee, so you definitely don’t want to 
miss it! We hope you enjoy PCM Issue #11! 


Steve Greenfield Jacob Russell Luke Greenfield 
Managing Director Lead Editor Design Editor 


Freenfel 


CONTENTS 


Who is Terminus? 6 

Pip: Best Healer 10 
Zach “ShadeeyShades” Gilbert Interview 16 
PCS Announcement 20 
Thomas “HiRezHolt” Holt Interview 24 
PPL Weeks 1-4 30 


a a PALADINS 


PALADINS: 

a. 

CONSOLE 
SERIES 


PRESENTED BY 


Paladins Community Magazine Issue 11 The Game On Magazine 


\ , a 
L&E > & 


a hy 


\ \ ~ 
5 } a " 
bese } q * 
as aN ‘ f 
P ea A) 1 ») 
- | 
a 
Re 
3 
1 
= —— . = = = — BS, 
1 
| 
| 
| r 
| 


CONSOLE SIGNUP 


(g) XBOX ONE Bh Psa. 


TERMINUS 


Li ibd bsisiecdcddddddddddccccccccccccccccdaaaaadcadadade By Nathan “ GuardianLight" LL 


Terminus is the newest champion to enter the Realm. This heavy-hitting front line is the first 
true-melee champion (since the removal of melee Grover), which adds a very interesting 
dynamic to the game. 


Upon his release, it was revealed that has some range (comparable, perhaps, to an 
Terminus is a member of the same race of Androxus punch), so Terminus’ players don’t 
people as Inara — which we now know are need to be standing on top of their targets. 
called the Stagella. Terminus also serves an It’s important to note that there’s no ammo 


entity known simply as The Magistrate, who 
seems to hold some power over him. From 
in-game voice lines and some assumptions, it 
seems that Terminus has, in fact, been killed 
and resurrected by The Magistrate and now 
serves as a Slave, though he wishes for death 
(grim, no?). 


Terminus’ primary fire (LMB) is called 
Massacre Axe. Upon activating his primary 
fire, Terminus swings his giant battle axe 
through the area in front of him, dealing 
700 damage to each enemy hit. The attack 


deals area damage every 1.1 seconds and 
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with this primary fire. To help Terminus stay 
alive when he’s attacking enemies in melee 
range, you can select the Undying legendary 
(the default one) to get 35% damage 
reduction when you're below 50% HP. I’d say 
that’s the best legendary if you’re the only 
tank on your team and you need to focus on 
being a big body on the objective. 
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Terminus’ alternate fire (RMB) is 
Calamity Blast. Upon activating his 
alternate fire, Terminus thrusts his left arm, 
releasing a purple projectile that deals 250 
damage upon impact. A single activation 
of this ability releases all Calamity Blasts 
currently charged. More charges can be 
gained by absorbing damage with Power 
Siphon. This ability is listed as having a 2 
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second cooldown, but you can only store up 
one blast without using Power Siphon. Charge 
blasts deal an additional 100 damage each 

if you select the Decimation legendary. If 
you're the off tank for your team and have a 
loadout where you constantly have charges, 
this is definitely a good choice to maximize 
your damage. The best use of this ability is to 
finish off enemies that are low health but out 
of your melee range. 


Terminus’ first ability is Power Siphon. 
When activating Power Siphon, Terminus 
raises his arm, projecting a translucent 
purple funnel in front of him that absorbs 

all incoming projectiles. For every 1200 
damage absorbed, a Calamity Blast charge is 
generated. Instead of a cooldown, this ability 
depends on a resource bar similar to Strix’s 
invisibility. While active, Power Siphon inflicts 
a self-slow of 80%. Power Siphon only blocks 
damage you take to your front, so make sure 
you aren’t being attacked from multiple sides 


too often. You can also use Power Siphon 
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to prevent yourself from taking damage for 
awhile so you can start getting out of combat 
healing. 


Terminus’ Second Ability is Shatterfall. 
Activating Terminus’ Shatterfall ability 
launches Terminus into the air before 
pirouetting mid-air and slamming his axe 
down onto the ground, dealing 500 area 
damage and applying a 60% slow that lasts 2 
seconds to all enemies hit. This ability stuns 
for 1 second (but no longer slows) if you 
select the Crush legendary. Crush is great for 
setting up kills for your teammates on the 
enemy backline. One second is enough to get 
a pick onto an opponent if you have multiple 
people attacking them. It has a 14 second 
cooldown and a third person animation. 
Remember that Terminus is melee, so using 
this ability correctly is important for staying 
close enough to attack enemies with your 
axe. 


Terminus’ Ultimate Ability is Reanimate. 
When Terminus dies with a fully charged 
ultimate, he can be resurrected by activating 
his ultimate. Over 2.5 seconds, Terminus’ 
shattered body reforms into a whole. Upon 
completion, a wave of explosive necrotic 
energy bursts from his body dealing 4000 
damage to all enemies in range. This 
explosion does not go through shields or solid 
objects (including the payload). Terminus 
players have a short window of time to 
choose if they want to use their ultimate or 
not while dead, this is indicated by a purple 
circle HUD element. You should use your 
ultimate if your team is committing to a 
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push cohesively and they want to do it at full 
strength. Using this ultimate on the point is 
also a good idea, as some of your enemies 
may flee from the objective in favor of 


Surviving. 


_ 
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All in all, Terminus is a hard-hitting champion 
who adds an interesting dynamic to every 
round he’s in. As a Terminus player, your 
large health pool and Power Siphon allow you 
to capture and hold points and deter enemy 
advances with large, powerful attacks. Great 
champions to pick with Terminus are ones 
that can hit enemies with crowd control so 


Me Terminus can easily melee them. Ones you 


should consider are Bomb King, Makoa, and 
Mal’Damba. To best combat a Terminus, 
stand clear of his blows and do not shoot 
while Power Siphon is active. Another thing 
you can do to counter of Terminus is to pick 
champions that can deal damage from range 
and can stay out of harm’s way. Examples 
include Cassie, Drogoz, and Grover. Best of 
luck to all the emerging Terminus players and 


remember that fun is your primary objective. 
By Nathan “ GuardianLight” 
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PIP 


THE BEST HEALER 


LLL ih hsb sbsnsicdcdddccdddccacccdaccccacaccadaadadadadacaadaadade By Lynxiee LLL 


“Don’t worry, ‘Nessa, | got this, | can feel it.” 
Said Pip, ducking away from a small explo- 
sion bursting out of the neck of the beaker he 
picked up. Inside bubbled a thick dark-green 
gel. 


“Kid, what are you even doing? And don’t call 
me ‘Nessa.” Pip soun around 180, holding 
out his hands like he were trying to push 
something, (Her patience, at a guess). 


“Today will be the day you will all declare 

in unison: ‘Pip is best healer!’” The room 
dropped into bland silence. Viktor cleared his 
throat all of a sudden in the back. Ash pursed 
her lips to fight a smirk. 


“Kid...” Kinessa side stepped shattered glass 
that lined the floor, the ghosts of beakers 
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past and small green puddles of health 
potion. 


“Wait!” He cried, his bushy tail standing alert 
then swishing wildly. “Why tell when | can 
show! Observe!” Pip snatched a potion from 
his belt and with a strong arm, hurled it in 
Viktor’s direction. Pre-empting this throw, 
Ash darted out of its path. The potion vial 
exploded in a mass of smoke at Viktor’s feet, 
clouding both him and his cries of protest. 
The red-white smoke cleared. A pleasantly 
chubby, yellow chicken remained. Kinessa 
arched an eyebrow so high it was almost in 
her hair. 


“Oh... Thaaaat is regrettable. Wrong potion.” 
The chicken, clucking every couple of 
seconds, ran in messy circles, flapping his 
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tiny dorito wings as he did. “It-... That’ll wear 


off.” The chicken ran head-first into the wall 
at full speed - which, for a chubby chicken, is 
surprisingly fast - and fell backward onto the 
ground, luckily not on broken glass. Moments 
later, a less chubby, less chickeny Viktor 

was climbing to his feet, cradling forehead in 
palm. 


“Ah, no worries, I’ve got it right here!” Said 
Pip, holding up a beaker by the neck, 
swirling the thick, now opaque dark green 
goop inside. The others eyed it, finding 
nothing of note about it other than the rancid 
odour it gave off, one that could only be 
compared to hot garbage blended with a 
fresh cup of stink bugs and, for some reason, 
a hint of gasoline. Kinessa pulled up her scarf 
to cover her nose, Viktor turned to cough. 
Ash gave only a twinge of the upper lip. 

“Hey, catch!” Cried Pip, hurling the so-called 


Y\\ 


\ 
“ 


the recently de-chickened 


magnum opus towards \\ 
Viktor, who only had time 


| 
\ 


to shield his face with his 


arms and yell: “WAIT!” 


It was too little too late; 
instead of smashing at 
his feet, the beaker had SN 
enough air to smash on Viktor’s 
arms, the green goop blanketing 
his entire body on the momentum of Pip’s 
throw. His entire body was coated even, 
like a strawberry dipped in chocolate. 

That godawful smell dispersed wider and 
faster than the goop itself, which itself was 
hardening to a dull shine. Pip’s hands clapped 
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and rubbed together, he was wearing a grin 
so bright and full of childlike wonder that the 
last time others had seen him like this was 
the day he laid eyes on Drogoz’s treasure 
stash. Behind him, that bushy tail swished 
back and forth. Kinessa buried her nose 
deeper into her yellow scarf, coughing into 
it, eyes watering, looking on at her green 
teammate with an abject sense of horror. 
Viktor coughed again. Ash blinked. 


“If my calculations are correct - and this is 
me, so they most certainly are - he should be 
almost invincible!” Said Pip. 


Viktor stopped tugging the green plastic- 
looking goop and furrowed his brow at the 
Fire Thief as he said,”’Almost’?” Kinessa took 
a moment to laugh quietly to herself, musing 
how much he looked like a Green Army Man 
now the goop had fully hardened evenly. The 
smell was probably about accurate for a real 
trench-dwelling army man too, but she could 
have done without that level of accuracy. 
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“Almost! Get this: 80% of your body health 
restored...” The others looked on expectantly, 
so he lengthened his emphatic pause. “Per 
second.” 


A low rumble roared, a sound like 

a motorcycle engine burning to life 
accompanied by the heavy steps of Ash 
blockaded inside her weighty armour moving 
into the centre of the room, between her 
teammates. “You wanna test that potion?” 
Again, the rumble tore through the silence, 
Ash reared back to steady the mammoth 
Burst Cannon she was holding. “Let’s test it!” 
For Viktor time moved in slow motion. The 
cannon was thrust forward. It leapt up and 
then back with recoil. A shattered cannonball 
blasted out in shards towards him and 
instantly his body was launched into the air 
like a stone from a catapult. Kinessa and Pip 
both flinched at the crunches and snaps, 
though it was interesting to note that they 
seemed more bothered than Viktor, who, 
once he landed, threw his arm out to the 
side, snapping the bone back into place and 
simultaneously swiping the hand past the 
pouch on his belt. All of these motions were 
the cat-like, well-rehearsed reflexes of a 
battle-hardened soldier, ones that his body 
carried out without needing to consult his 
brain. He screamed, 


“GRENADE!” It was already flying towards 
Ash when he added under his breath, “... 

| am sorry.” Pip spun around to face the 
potions table. The grenade clanked at Ash’s 
feet, such a huge threat contained in the 
tiniest of cases, saying no words but all the 
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same making brazen threats to blow them to 
smithereens. Click, click, click, click... 


Ash uttered, “Oh, frag that.” Click-click- 
BOOM, shrapnel soared in all directions, 
littering the air with gunpowder, shards 

of metal and puffs of fire, leaving behind 

a tiny crater in the lab’s floor. On the plus 
side, the grenade’s blast cleared a lot of the 
broken glass on the floor out of the way and 
soaked up some of the potion’s stink. On 
the negative side, it was, well, a grenade. 
On the other plus side, the regular health 
potion vial Pip hadn’t had the time to drop 
had been shattered open by the explosion, 
cancelling any harm out entirely! Making no 
attempt to hide his wide smirk, he beamed, 
“You're welcome!” Dust whisked off of his 
clothes when he brushed himself off. He 
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went to inspect the green soldier closer. After 
their brief brush with death, Kinessa gazed 
into space wondering if she really needed 
the money this bad while Ash examined 
and reloaded her launcher, but all of their 
senses perked up when they felt a strange 
decompression in the air, like it was being 
sucked into a small vortex and an odd, 
rushing sort of sound to compliment it that 
none of them could describe, but all had 
heard before in their battles. 


“.. Seris!” They all cried, then gave chase up 
the stairs toward the sound, to the ground 
floor of the modest house in the heart of 
Brightmarsh. Hustling forward faster than 
the others, Viktor caught sight of the end of 
a cloak trailing on the floor turning into the 


main foyer, and he heard her gentle nasal 
The Game On Magazin5 


laugh but when he went to raid his pouch, he 


did not find a grenade anymore. Muttering 
an expletive under his breath he readied 
his rifle then skidded into the opening so he 
now faced the foyer and opened fire onto 
Seris, the hooded figure floating on through 
the large room. She flinched and grunted off 
more than a few bullets but passed easily 
through the shimmering curtain on the 
entrance doors to the house before any real 
damage was done and when she turned on 
the other side of the wall to face the four 

of them, Kinessa was lowering her sniper 
rifle, disheartened, and the used teleporter 
above her head faded out of existence. She 
declared, “This isn’t over.” 


“| can’t believe she just walked right in and- 
...” Pip stopped himself, because Seris was 
now holding up a vial by the neck. A vial of 
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the thick, dark green goop. “Drat!” He rushed 
to the force field that blocked his way, a foot 
or two away from Seris on the other side, who 
stashed the vial then raised a hand to wave 

a flirty goodbye. “You can’t get away with 
stealing from a master thief!” He declared, 
fist in the air. 


“But she just did, no?” Asked Viktor, looking 
around at the others. He was hushed by a 
sighing Kinessa. 


“Let him have his moment.” Then she turned 
to Ash. “Somebody get Evie. This means 
war.” Ash nodded. 


“Right. I’m leading this vanguard. Everybody 
gear up, stay close and follow my lead.” 


By Lynxiee 
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DETROIT 


ZACH SHADEEYSHADES 
GILBERT INTERVIEW 


DPS FOR DETROIT RENEGADES IN THE NA PPL 


LLL ih sh bbs sdsddcdddddccdcdccccdccccacccaccaaadaaadadaadadde By Jacob Russell 


MWlddddddddddddddssdssssssélsdéiéiilii, 


lam honored to bring you an interview of Zach “ShadeeyShades” Gilbert, a DPS player for 
the Detroit Renegades of the NA PPL. He’s been part of the scene for a long time and has a 
lot of experience to talk about, along with his new adventure on the RNG Paladins roster. You 


can learn more about him by visiting his player profile on PaladinsWorld.com and following 
him on Twitter @ShadeeyShades. I'll cut to the chase and leave you with what you’re actually 


looking for. Shadeey, take it away! 


Do you have competitive experience 

in other games before Paladins? Also, 
what’s the origin of your IGN? (@Alternit 
[Manager of SK Gaming]) 


My competitive background began with a 
game called Natural Selection 2. NS2 was a 
blend of an RTS and FPS into one game. It 
revolved around marines fighting aliens to 
the death, both of which having a command- 
er with an RTS POV that controlled the build- 
ing aspect of the game. It was in NS2 when 

| started to grow and develop as a PC player 
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after having only console experience before- 
hand. 


The origin my name really isn’t anything spe- 
cial. | guess you could say | always just liked 
the word “shades” for whatever reason. As 

a kid | used to always just wear sunglass- 

es wherever | went because | just thought 
they were the coolest thing. | then decided 
that was just going to be my IGN. The name 
“ShadeeyShades” came mostly from frus- 
tration and as a half joke, as | didn’t really 
expect to keep it. | once tried to create an 
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IGN for some game, but was unsuccessful 
because | couldn’t get the name “Shades” 
or any iteration of it. | just decided to add 
“shady” in front of shades. It was for good 


a ” 


measure that | added a couple of “e”s just so 
that no one would ever have that name and 
I'd always be able to get it regardless of how 


popular the game or website was. 


What can you tell us about your long 
history in Paladins esports and how you 
started out? (@FrankCreates) 


My history in Paladins dates back a long time, 
I’ve been playing for about 2 years on and 

off now. | began the game with a lot of my 
former teammates from NS2. Players such 

as Bitey and Awry were members of the very 
first team | ever competed with in Paladins, 
HoldMousel (HM1). After that we pretty much 
coasted through the the next 2 years as HM1 
until we were picked up by Team Eager and 
then finally Denial Esports. Under Team Eager 
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| attended HRX 2016 and the Masters LAN. 
For the most part the core roster stayed the 
same with some minor adjustments. I’ve just 
now realized | took a break both summers of 
the 2 years I’ve been playing. It’s only now 
that I’ve ever been on a team that wasn’t the 
originally team | began with. 


How is it that you came back to scene 
and ended up in the PPL with the Rene- 
gades? (@Steveqt_QBcap) 


When | returned to the game | didn’t have 
the luxury of being able to walk back onto 
the starting roster of my old team. | was very 
fortunate to have made many friends in the 
time that | played Paladins and it was those 
friends that steered me in the right direction. 
| came back with the attempt of forming my 
own team and it eventually failed to work out. 
However, | was allotted the opportunity to try 
out for Renegades and was fortunate enough 
to receive the spot on the team. 
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Your teammate (@Stormtroopey [Sup- 
port for Renegades]) jokingly asked on 
Twitter whether or not you’re “budget 
Vandy”? What can you tell us about the 
decision to replace Vandy prior to the 
beginning of the PPL? 


| actually quite like the term the “budget Van- 
dy”. If I'm half the player that Vandy is then 
I’m really doing something right. As to what | 
can say about the decision to replace Vandy? 
| can’t actually speak to the decision making 
process, aS | wasn’t a part of it to begin with. 
I’m fortunate to have a very similar champion 
pool to Vandy and with my proven track re- 
cord on my previous teams | was a good fit. 


Of the Paladins LANs you’ve played in, 
which one was your favorite? Are there 
any good LAN stories you want to tell? 


| think it would have to be HRX 2017. HRX 
just had so many attendees and was such a 
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DETROIT RENEGAUES 


large scale event. Not to mention it was my 
first ever LAN event. At HRX we had a bunch 
of parties in the hotel in different rooms. I'd 
have to say those were probably the best mo- 
ments. 


Obviously Renegades is a fairly young 
team, what’s the team dynamic like for 
you as someone with so much experi- 
ence relative to the rest of the squad? 


The team as a whole runs like a well-oiled 
machine. The addition of me just adds a little 
bit of an insight into some of the past strats 
and champions who may come back into 

the meta as Hi-Rez makes adjustments. The 
amount of time I’ve spent in the scene just 
gives me the ability to try and help predict 
possible champion combinations in drafting 
and how to avoid them. 


If you had to pick one each, who is your 
favorite teammate and who is the hard- 
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est player to go up against? (@ShahPanj 
[General Manager of the Renegades or- 
ganization]) 


| didn’t see any teammates around me during 
our Week 3 match against SK... I’m kidding, 
of course. | think the politically correct an- 
swer is they’re all my favorites :). As to who 
the most challenging player to go up against 
is, | would have to say Doesupz of G2. Way 
back in the day, when there was no drafting 
and you just picked your team comps, | would 
often have Cassie duels against Doe. Doe was 
always the one to beat and so it always felt 
good to go head to head against him because 
both of us are primarily Cassie players. 


What ONE thing would you change about 
the game if HiRez gave you the “master 
key” right now? 


| think I’d have to go with my long-standing 
complaint on the item “Morale Boost”. | al- 
ways thought it broke the pacing of the game 
if you were to give someone bonus ultimate 
charge. On some champions it can quickly 
become a nightmare to deal with and | al- 
ways felt it should be removed. 


What are the main differences between 
playing on Denial, ShiftSix, and now 
Renegades? (@VandyPaladins [Substi- 
tute player for Renegades]) 


| think one of the biggest differences is the 
personalities on the teams. After playing with 
someone like Bitey, who is very intense and 
fills that leader role, you begin to get used to 
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having that dynamic. A lot of the my current 
teammates are very reserved by comparison 
to some of my former teammates. I’d also 
say that when | began my journey on Denial 
(eGr/HM1), | really didn’t have any under- 
standing of the game on a competitive level 
as the scene was brand new. However, as | 
join Renegades with almost 2 years of com- 
petitive experience in Paladins, | know a lot of 
what to expect and how to prepare for these 
matches and tournaments. 


Are there any shameless plugs or shout- 
outs you would like to make? 


Shoutouts to Awry and Cookie who helped get 
me where | am. Best friends | could ask for. 


By Jacob Russell 


The Game On Magazine 


gral Nea 
PALADINS. 
=i 


CONSOLE 
SERIES 


PRESENTED BY 


sal bxceu 


PCS 


OLLI ih bb badidddddddddddcdddcdadccccdcdadcccccccccaddcdadaadadaaaaaddaadda By Christopher Wilson CC}0WMM«M«[«“«™““"“’"§! 


The PCS, or Paladins Console Series, is a newly formed $250,000 (USD) series of tournaments 


taking place on both Xbox One and PS4 in both the North American and European regions 


and will span 12 months. 


Starting in November the tournaments will 
offer cash and crystals prizes, for three of 
the tournaments, including November, it will 
mean even more. That’s because these will 
also be the qualifiers for the, “AT LEAST 3 
LAN’s” coming in 2018 for console, a huge 
jump from only a single in 2017. 


Now, PCS will have a slightly different format 
than PGS, Paladins Global Series, the PC 
equivalent, because in week 1 the top 4 
teams will secure a finals spot (1st 1 seed, 
2nd 2 seed, 3rd 3 seed, 4th 4 seed) followed 
by the weeks two and three the top 2 each 
to go to the finals (week 2: 1st 5 seed, 2nd 6 
seed, and week 3: lst 7 seed, 2nd 8 seed). 


Paladins Community Magazine Issue 11 


The monthly prize pool breakdown is as 
follows, 1st: $1,500, 2nd: $1,000, 3rd: $750, 
Ath: $500, and 5-8th: $250 + 500 crystals. 
That’s guaranteed over $19,000 total a 
month, for 12 whole months. This means that 
a total of $4,750, plus crystals, per month 
per region will be payed out over 12 months. 
Plus there will be crystal prizes for those 
who didn’t make the monthly finals; this will 
probably add up to close to, or over, $5,000 
per region per month. The whole dynamic 

of the console scene as a whole just went 
from next to nothing, only daily tournaments 
on esportshub, to now a weekly tournament 
series that ends with a $1,500 first place 


prize and a path to LANs. 
The Game On Magazin 


Of course there will be those players and 
teams that have been putting hours and 
scrims into Paladins since before DreamHack 
Valencia and have continued to do so with 
little knowledge of what the future holds. 
These people are now those most likely to 
win the big money in the monthly finals 

and then go onto the LAN’s. As such, these 
continuous top players are the perfect people 
to get the initial reactions from, as | was lucky 
enough to get. First from EU Xbox the team 
captain of GankStars “Naaaarrrrk” said, “It’s 
incredibly exciting to finally get some more 
establishment within the Paladins Console 
Scene. Hopefully this will grab the attention 
of a lot of console players and drastically 
improve the scene as a whole, even possibly 
leading it to something similar to the PPL. 

We can’t wait to show how much we have 
improved as a team and that we are still 


= 


&, 
i] 


GANKSTARS 
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number one within the EU Xbox scene.” Next 
was an EU PS4 member who has always been 
in the scene and a top player, “TheLGCY” 
said, “Well, we are really looking forward to 
the monthly cash payout to help, not only us, 
but the entire field of play step up the game 
to a next level not yet seen on Paladins. 

The three guaranteed LAN’s are going to 
help more people get more chances to go 

to LAN and hopefully not have a Console 
Wars repeat. With real entertaining cross 
console finals”. An NA PS4 hopeful team 
known as Monarch eSports had their owner 
and captain “New York” (previously called 
NewYorkVapeClub) to speak saying, “We at 
Monarch are thrilled at this new opportunity 
that PCS presents, it’s honestly more than 

we thought we would get as console players. 
We all feel prepared and have been together 
since the last Console Wars. Come Saturday’s 


waa 
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you will see a well oiled machine that wants after you put hundreds of hours into a game 


to put on a show for the viewers and be the in about 8 months learning the ins and outs 


top team that | personally know we are.” of everything you'd also what the chance at 
some good money for your time. 

So overall it appears that teams are excited 

about A: structure in something that With the first week out of the way we got our 

actually exists and isn’t a community thing first look at what to expect from the PCS as 

that falls out halfway through and B: the a whole. Something to note is that the first 

offer consistent competition with money two weeks are a phase in and of themselves, 

compensation.This is highly understandable, — this phase is only for crystals and besides 
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maybe soft seeds into November it will have 
little effect on anything in the overall picture 
of PCS. But as usual with HiRez EU came first 
and as most people thought it did not have 

a huge turnout, due to many factors. In all 
24 total (7 Xbox and 17 PS4) teams came 
out to play with GankStars crushing the Xbox 
competition while “Plushy Patrol” won the 
PS4 tournament. The NA side of things was 
the next day and 51 total (25 Xbox and 26 
PS4). here the finals were much closer with 
“Erased” and SetToDestroyX in the Xbox 
finals where there were four, mostly, close 
and enjoyable maps. But it was the NA PS4 
that put on a spectacle, five, fierce, maps 
that all in all went 3-4, 4-3, 4-2, 0-4, and 4-1 
in favor of Invigorate over long time, in terms 
of Paladins console, rival Coastal Mayhem 
(CoMa). Compiled the four tournaments had 
75 teams (32 Xbox and 43 PS4) meaning 
that there is plenty of room to grow and have 


Paladins Community Magazine Issue 11 


a consistent competitive community that 
even after a pro league is made. PCS could 
continue everywhere if all four regions get 

a league or if just one console gets a league 
than the other console could still logically 
keep a PCS with the amount of of players 
there. Either way we’ll just have to wait and 
see on what HiRez does, although no real info 
will probably be spilled until after or towards 
the end of the PCS’s initial run. 


The PCS will take place on Fridays for EU 

and Saturdays for NA, and will be streamed 
on the Paladins Mixer channel, Mixer.com/ 
Paladinsgame. Sadly, only the grand finals for 
each region will all be streamed in non finals 
week as for the monthly finals, and qualifier 
for HRX and further LAN’s, it has yet to be 
decided as to the streaming schedule. 


By Christopher Wilson 
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THOMAS “HIREZHOLT” HOLT 
INTERVIEW 


PALADINS’ ART DIRECTOR 
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Have you ever wondered how the art in Paladins is made behind the scenes? Now is your 


chance to learn all about it! An exclusive interview made in cooperation with Paladins Poland 


with the one and only Thomas Holt (Art Director for Paladins) ts right in front of you! In “Ten 


Questions to Thomas”, you will find some interesting information about what kind of work 


goes into the game. 


1. Could you introduce yourself and ex- 
plain to us your role at Hi-Rez Studios 
when it comes to the development of 
Paladins? 


Hello. My name is Thomas Holt and | am the 
Art Director for Paladins. When it comes to 
developing the game at Hi-Rez Studios, | am 
responsible for setting out the visual direc- 
tion and establishing the art style for Pala- 
dins. | work with the art teams to develop 

and design incredible high quality visuals that 
enhance the player experience. In develop- 
ing the Paladins universe, | work with all the 
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various departments within the development 
team, as well as our external groups (like 
marketing, esports, etc) on the presentation 
of the game. 


2. How many people are involved in the 
process of creating Paladins? 


There are a lot of individuals and various de- 
partments with different specialties that are 
responsible for creating something as com- 
plex and big as Paladins. Even outside the in- 
ternal development team we have many oth- 
er agencies, partners, and additional Hi-Rez 
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departments and groups that help make sure 
that Paladins continues to grow and improve. 


3. How long it takes to create a new 
champion and a new map? 


While the pipelines and individuals involved 
are different for creating new game maps and 
champions they both typically take multiple 
months. Both need initial design time to es- 
tablish the vision and development plan as 
well as extensive testing and iteration outside 
of the production time itself. 


4. You are surprising us with the new 
characters all the time. Have you set 
any limit of creation for the new cham- 
pions or will you continually release new 
ones (as it is in League of Legends)? 
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We still have a lot of personalities, game- 
play types, and ideas we want to bring to the 
Realm. It was important to us for the compet- 
itive health of the game to quickly get many 
of those ideas out and have a champion ros- 
ter that supported the type of strategy and 
depth that Paladins was designed around. 
That was a big focus and push for us this past 
year and is the reason that you saw so many 
champions released so quickly. Now that we 
have that roster to support those goals you'll 
be seeing the velocity of champion releas- 

es decrease from that incredibly fast pace (I 
think we were averaging a new champion re- 
lease every 3 weeks for a while). Despite this, 
there are still many champions in develop- 
ment and lots of cool things we want to do to 
expand and continue to develop the Paladins 
universe. 
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5. Are you planning on creating more 
non-human characters like we see in Ma- 
koa and Drogoz? 


One of the great things about Paladins is the 
incredibly diverse and fantastical world it is 
set in. While the Realm is mostly made up 
of humanoids, there are still many new and 
exciting races we would like to introduce at 
some point. We also want to flesh out some 
of the unique races and character types we 
have already introduced. 


6. Which champion is your favourite? 
Also, which champion during their de- 
velopment stage were you most fond of? 
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Out of all the champions, who do you 
think needs a rework so they can fit bet- 
ter in the Realm? 


Honestly that is such a tough question to 
answer. There are so many that | have a spe- 
cial attachment to or have things | really like 
about them, especially once you consider all 
the things that make a champion who they 
are. That includes their personality, visual 
design, gameplay, and backstory. As for who 
| play, I’m pretty diverse right now. | tradi- 
tionally have always leaned heavily toward 
damage/ADC/sniper type roles in games, but 
with Paladins | find myself really enjoying the 
frontline and even support roles quite a bit. 
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7. In terms of maps, does the Paladins 
team have any plans for specific “out of 
this world” environments? For example, 
things like a castle in the clouds or an 
underwater world of some sort. 


With the universe we are creating in Paladins 
we have so many fantastical options and set- 
tings available to us that | think we will be 
exploring the Realm for quite some time. Our 
goal is to use the settings of our maps to en- 
rich our universe and help us tell the story of 
Paladins. Our current plan is to keep all maps 
in canon. 


8. We’ve already seen two maps that 
have a correlation with the champions; 
the history of Pip and Ruckus. Can we 
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expect more maps which will be linked 
to the lore of the champions? 


Yes. Maps are a great way for us to show 
more of the history of the Realm and our 
champions. It is a good opportunity to give 
players ways to get to know them and this 
world we are revealing better and in more 
depth. 


9. Are there any ideas or dreams you 
have that aren’t currently in the game, 
but you would like to see added? 


So many. Paladins represents a great universe 
that has so much potential and Is a lot of fun 
to be creative in and tell stories in as a devel- 
oper. It is a game universe that | would love 
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to see continue to grow and expand with our 
communities and support from the players. 


10. The esports side of Paladins has 
grown quite big with the recent addition 
of the WESA teams that were most no- 
table from the CS:GO scene. What are 
your reactions to the initial planning 
and the first early weeks of the PPL with 
WESA and do you have a favorite team? 


Esports in Paladins has been amazing. The 
games are exciting and engaging to watch 
and | love to see the skill and strategies on 
display at that high professional level of play. 
It is a great showcase of what gives Paladins 
such depth and makes it so much fun to play. 
I’ve had the pleasure of meeting and hang- 


ing out with many of the players. Between 
them and our great production team, | am 

so thankful that we have such a great scene. 
We've had a lot of big recent announcements 
that really show how fast our esport scene is 
growing and it has me really excited for what 
lies ahead. As for teams, | generally don’t 
play favorites (although | do judge harshly 
based on branding and logos) as | mostly just 
get caught up in the games and want to see 
amazing plays and top competition. 


Hope you enjoyed the interview! 


The Polish translation of this interview can be 
found at 


By Malwina Galicka 
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The Paladins Premier League was set to be an exciting showing of the best teams in the 


world getting set to play under the largest organizations in the world, and so far it has rarely 


disappointed. 


Many 4-3 games and tight 2-1 series have 
come and gone on the Paladins Facebook 
page, where the league is being streamed. | 
can only hope that Week 5, the ensuing LANs, 
and HRX continue where Week 4, and those 
before, left off with thrilling matches. 


The PPL started out with two favorites facing 
off, one of the largest organizations out 
there Fnatic and the kings Ukrainian esports, 
Natus Vincere (Na’Vi). After a close and 
mostly hard fought battle on 3 maps with a 
3-4, 4-0, and 4-2 scoreline, Na’Vi took the 
first series in PPL in the most entertaining 
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match of the day in my book. Next saw 
Germany’s biggest esports club Mousesports 
(Mouz) face off against THE Scandinavian 
esports organization, Ninjas in Pajamas 
(NIP). In a quick and semi embarrassing 4-0, 
4-0 fashion, NiP sent Mouz to the practice 
room early in a 2-0 overall victory. Natus 
Vincere (Na’Vi) had a second game against 
a heavily CIS esports org in Virtus.Pro (VP). 
With 4-0, 4-3 scores, Na’Vi took their second 
series, securing themselves first place in the 
standings after Week 1. The final game of the 
week had both Mouz and Fnatic returning for 
a second game where Fantic does much like 


NiP and 2-0’s Mouz with a 4-0, 4-0 scoreline. 
The Game On Magazin 


Standings: 

Na’Vi (2-0, 4-1) 

Fnatic (1-1, 3-2) 

NiP (1-0, 2-0) 

Virtus Pro (0-1, 0-2) 
Mousesports (0-2, 0-4) 


The North American PPL started with two 
orgs with different stories, one is one of the 
oldest and most storied North American 
organisations in EnVyUs (EnVy/NV) and the 
other the newest organization in PPL, Splyce. 
After a quick 4-0, 4-1, EnVyUs took the first 
NA PPL series, making people wonder how 
well these two teams would fare in the long 
run. Next we have one of the most storied 


out to play, as they took out SK in two quick 
4-Os, putting themselves in prime position 

to lead in NA after Week 1. NV came out for 

a second game, this time they faced the 
Detroit Renegades (Renegades/RNG), another 
organization founded in 2015 that is looking 
to make a name in a new esport. First was an 
almost thrown game by RNG, but they had 
their own comeback to win the series 4-3, 
2-4, 4-3. G2 Esports easily took care of Splyce 
in two straight games, 4-0 and 4-1. 


Standings: 

G2 Esports (2-0, 4-0) 
Renegades (1-0, 2-1) 
Team EnVyUs (1-1, 3-2) 


esports organizations in the world, Sk Gaming SK Gaming (0-1, 0-2) 


(SK), facing off against another newer face of Splyce (0-2, 0-4) 


esports in G2 Esports (G2). G2 Esports came 
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The first game of Week 2 was Fnatic and 
Virtus.Pro, Fnatic scraped past VP on Frog 
Isle and then rolled over them on Serpent 
Beach (4-3, 4-1). The second series had 

FNC out again, this time against Ninjas in 
Pyjamas. NiP won 4-2 on Frog Isle and Fnatic 
answered back with a 4-3 win on Jaguar Falls, 
but it was NiP who sealed the set by the final 
score of 4-3 on the final map. Series 3 was 
Mousesports vs Virtus.Pro on Stone Keep, a 
match that turned into quite a rollercoaster. 
Mouz pulled off the upset 4-3 in Map 1, got 
smashed 4-1 in Map 2, and barely fell short 
4-3 on the final map. The last series was 
perhaps the most important, Na’Vi vs NiP 

for the top spot. Na’Vi got the 4-2 victory on 
Frog Isle, lost 4-2 on the unusual pick Frozen 
Guard, and then gave up the reverse sweep 
to NIP. 
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Standings: 

NiP (3-0, 6-2) 
Na’Vi (2-1, 5-3) 
Fnatic (2-2, 6-4) 
VP (1-2, 2-5) 
Mouz (0-3, 1-6) 


NA started with what looked to be a one 
sided affair ,as the Renegades were set to 
face Splyce, a team that looked relatively 
weak up to this point. Map 1 was a 4-2 RNG 
win on Serpent Beach, Splyce got the win on 
Fish Market 4-1, and Renegades closed the 
series with a 4-0 on Stone Keep. Match 2 saw 
Splyce up again, this time against SK. Stone 
Keep and Brightmarsh were the maps, both 
were 4-0s, therefore it was a “perfect series 
victory” for SK Gaming. Series three was 
Renegades against G2 Esports, who led the 
league after Week 1. G2 started the series 
with a 4-1 win on Frog Isle, but fell to RNG on 
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Splitstone Quarry by the score of 4-3. It all 
came down to Jaguar Falls, where Renegades 
slammed the door 4-1. The last week 2 
matchup was SK coming out again, this time 
against EnVyUs. Stone Keep and Jaguar Falls 
were the maps chosen, and SK swept NV to 
the tune of 4-1, 4-2. 


Standings: 
Renegades (3-0, 6-3) 
G2 Esports (2-1, 5-2) 
SK Gaming (2-1, 4-2) 
Team EnVyUs (1-2, 3-4) 
Splyce (0-4, 1-8) 


The first matchup of the day was Ninja in 
Pajamas facing of against Virtus.Pro. Map 

1 mas Frog Isle, where VP pulled off a 4-3 
upset. VP was full of surprises this week, as 
they finished off a miracle series on Frozen 
Guard with another 4-3 victory. Series two 
was NiP coming out for a second series, this 
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time against Mousesports. NiP easily got their 
first win of the day, 4-0 and 4-1. Mousesports 
hoped to rebound against Natus Vincere after 
getting thrashed by NiP. Their hope was short 
lived, as they got 8-0’d by Natus Vincere 
swiftly. The second part of Na’Vi’s double 
header was against Fnatic. This series would 
be a lot harder than the previous one, as 
Fnatic struck first (4-2) on Stone Keep. Fnatic 
finished off what they started with a 4-3 
victory on Jaguar Falls. 


Standings: 

NiP (4-1, 8-4) 
Fnatic (3-2, 8-4) 
Na’Vi (3-2, 7-5) 
VP (2-2, 4-5) 
Mouz (0-5, 1-10) 


NA began with a battle between the top 
two teams, SK Gaming and Renegades. SK 
Gaming dominated on Stone Keep 4-1, but 
Game 2 would be a lot closer. It doesn’t 
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matter what the score is, as long as you get 
the W. That’s what SK Gaming did, this time 
4-3 over Renegades. SK would finish up their 
week against G2 Esports; the winner of this 
match would take the first place spot in NA. 
Stone Keep was an easy map for SK (4-0 
victory), but once again they gave in a little 
more in the second game. Serpent Beach 
was the setting for Game 2, but SK Gaming 
still prevailed 4-2 to finish off G2. G2 hoped 
to get their first win of the week against 
EnVyUs. Timber Mill definitely didn’t help that 
effort, as NV picked up the 4-3 win on that 
map. G2 stormed back from that O-1 deficit, 
4-1, 4-0, to get that coveted win. EnVy would 
have their chance to get a win this week, 
because...ya know, Splyce. Splyce actually 
put up quite a fight in this set, as they took 
Stone Keep 4-2. NV came to their senses and 


played the way they should’ve had at the 
beginning in order to close the series with 
two dominant wins. 


Standings: 

SK Gaming (4-1, 8-2) 
Renegades (3-1, 6-5) 
G2 Esports (3-2, 7-5) 
Team EnVyUs (2-3, 6-7) 
Splyce (0-5, 2-10) 


A matchup between Fnatic and Mouz would 
start Week 4 for Europe. It was obvious this 
was going to happen, but Fnatic went to 
work on Mouz in a 8-1 combined score. NiP 
and Na’Vi was next up to bat, with Jaguar 
Falls being the first map selected. NiP took 
that map 4-2, but they weren’t able to score 
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a single point in the next two maps. It was 
quite a turnaround by the boys of Na’Vi. Na’Vi 
continued their crazy spree of 4-0 victories by 
beating Virtus Pro 4-0 in Game 1. They were 
on an amazing streak, but it was clear that 
Virtus Pro didn’t want anything more to come 
from it. Virtus.Pro took care of Na’Vi 4-0 in 
the next two games and closed out the series 
after things were looking bleak for them. 
Fnatic’s attempt to kill VP’s momentum came 
up short in the first game on Serpent Beach 
(4-2), but Fnatic won the last two maps with a 
combined score of 8-1. 


Standings: 

Fnatic (5-2, 12-5) 
NiP (4-2, 9-6) 

Na’Vi (4-3, 10-8) 
Virtus.Pro (3-3, 7-8) 
Mouz (0-6, 1-12) 
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NA began with G2 Esports and Splyce battling 
it out. G2 easily got what they wanted from 
Splyce on both Jaguar Falls and Serpent 
Beach, 4-0 victories. SK Gaming pushed 
further ahead of the pack in NA by getting 

a 2-0 win over EnVyUs. EnVyUs rebounded 
from their tough loss to SK by upsetting 
Renegades. Luckily for Renegades, they 
were able to rebound with a 4-1, 4-0 upset 
over Renegades. Following the theme of 
rebounding, Renegades rebounded from 
that tough loss to EnVyUs by putting in work 
against Splyce. 


Standings: 

SK Gaming (5-1, 10-2) 
G2 Esports (4-2, 9-5) 
Renegades (4-2, 8-7) 
Team EnVyUs (3-4, 8-9) 
Splyce (0-7, 2-14) 
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